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outer edge. Never use solvents or abrasive cleaners. 
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Atlus USA, Inc. 
15255 Alton Parkway Suite 100 
Irvine, CA 92618 


http://www.hoshigami.net 


STORY 


Ancient records tell of Villa, the king that destroyed the highly civilized kingdom 
of Ixia and reigned over the continent of Mardias. Sarnus, the sole survivor of lxia challenged 
Villa, with the help of the six Hoshigami - possessors of Marselva - and the elemental spirits. 
The fierce battle came to an end as Sarnus triumphed over Villa. He rebuilt the kingdom of lxia 
and sealed the Marselva, bringing peace back to the world. It was hoped that the relationship 
between the elemental spirits and humans would be restored, but from that time on, the spirits 
never appeared before humans again. This is the legend of King Sarnus. 
And now .. 


Mardias is currently divided into three countries: 


Kingdom of Nightweld 
Located on the continent's western side, Nightweld has the longest history. It is 
a very peaceful kingdom that advocates multiculturalism. In fact, there are many residents of 
Nightweld who are of mixed ethnicity. It has a temperate climate, 
and the landscape is dotted with Ixian ruins from long ago. 


Valaimian Empire 
Of the three countries, Valaim has the strongest influence. Located at the center 
of Mardias, Valaim used to be a culturally underdeveloped country, due to its isolation from its 
neighbors. This, however, changed as the current leader transformed the country into a huge 
military machine. The balance of power between the three countries is equal at the moment. 
Valaim has recently been conducting investigations on the lxian ruins, which has led to hostile 
encounters with Nightweld. 


Kingdom of Gerauld 
The country of Gerauld is located on northeastern part of Mardias. The northern region is cold 
and heavily forested while the southeast is tropical in nature. Despite its recognition as a 
peaceful, pastoral country, Gerauld is known to construct weapons and armor of exceptional 
quality from the materials yielded from its rich ore beds. Ever since the Valaimian army invaded 
its western border about IS years ago, anti ·Valaim sentiment has been running high in the 
populace. 
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illgh Spirited Hero 


An optimistic. if somewhat 
naive youth who always gives 
hi s best effort. He is a well - 
known mercenary who fights 
alongside Lelmrc)'. 


Leimrey 
Spearmaster in Solitude 


A mercenary who is very 
proficient with a spear. He 
prefers to be alone but has 
become Fazz's big brother. 
Leimrcy se nses a unique 
quality in him. which leads 
him to believe that he is 
destined for grt!dlt!r things. 


Tinn 
Child hood I nend 


Fazz's childhood friend who 
has had a crush on him for as 
long as they've known eac h 
ot her. She is used to having 
things always go her way. 
Don't hold It against her 
though, it's not her fault that 
she was spoiled as a chi ld . 


Elena 
Mystenous Heroine 


A determined girl who razz 
encounters during his 
journeys. No one knows 
her true identity. 


Alveen 
Imperial Knight 


Honorable knight of 
the Valaimian Empire. 
He fights to restore his 
family's name. 


Blackthorn 
Knight of Death 


The Commander of the 
Imperial Army that attacked 
Fazz's hometown. Always 
clad in black armor, nobody 
has laid eyes on his face. 
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People receive divine protect ion from the elemental spirits that they worship. In 
Mardias, six great spirits are considered as deities. 


I:-, Amu 
Spirit of Fire that symbolizes power. 


Ema 
Spirit of Earth that symbolizes mind. 


Sonova 
Spirit of Force that symbolizes life. 


Zeneth 
Spirit of Water that symbolizes luck. 


Cote 
Spirit of Lightning that symbolizes wisdom. 


• 


Kashis 
Spirit of Wind that symbolizes speed. 


7 
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Both Elvilla and Vugtis are assisted by other elemental spirits in order to upset the 
balance of power; Elvilla currently has the advantage over Vugtis. However, the 
situation may reverse in the future, depending on the actions of Ema and Zeneth. 
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Cancel 
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Disolav skill/ item helo 


Title Screen-Start Button: Disolav main menu 


Note: HOSHIGAMI is only compatible with the vibration 
function or the DUALSHOCK• analog controller. The 
Vibration function is activated when the MODE INDICATOR is 
lit. Refer to the Options scct,on(p.27) for more information. 
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Set up your PlayStation game consol e according to the instructions in the Instruction 
Manual. Make sure the power is off before inserting or removing a compact disc . Insert 
the Hoshigami: Ruining Blue Earth disc and close the Disc Cover. Insert game controller 
and turn on the PlayStation game console. Se lect an item by pressing the ebutton. 


NEW GAME· Starts a new £ame. 
CONTINUE· 
Loads data from a memory card. 


OPTION· 
Adjusts game settings such as message 
display speed and sound output. 


After selecting NEW GAME, enter the main character's name. The 
default name is Fazz. 


After selecting CONTINUE, select the save data you wish to load. 
Do not remove the memory card, game or controller while 
loading data. 
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FLOW OF THE GAME 


The story progresses as you move about the world map and engage in battles. On the 
world map, you can prepare for the upcoming battl e by organi zing your party and going 
to a town . You cannot save your game in the middl e of a battl e, so remember to save 
often while on the world map. 
( WORLD MAP 


~ 1 
( 
BATTLE 


Between the World Map and Battle 
Map, there are times when Portrait 
and Sprite events take place. 
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WORLD MAP 


On the world map, you can organize your party, travel to different areas, go to town, 
and save or load data. 


You can travel to another area by selecting it with the pointer, as long as there is a road 
between the area that you are in and your destination. 
World map commands will be displayed when you press the • button. 


Town 
Visits a shop, engraver, recruitment center, or temple. 
Organize 
Displays the Organize Screen. 


Data 
Saves or loads game data. 
Options 
Customizes various game settings. 


ORGANIZATION 


Organization is essential to success in battles. On 
the Organize Screen, you can check each character's 
status, equip weapons, armor, skills, coins , and use 
items. 


Equipment 
Equips the character with weapon and armor. (p. 


Skill 
Equips the character with acquired skill s. (p. I 8) 
Coin 
Equips the character with coins. (p. 18) 


Item 
Uses an item. (p. 18) 


17) 


Status Screen (Pressing the e button 
displays equipped coins.) 


z 


0 


N 


z 


<l'. 


c.., 


ex: 


0 


0 


r 


0 


WORLD MAP 


On the world map, you can organize your party, travel to different areas, go to town, 
and save or load data. 


You can travel to another area by selecting it with the pointer, as long as there is a road 
between the area that you are in and your destination. 
World map commands will be displayed when you press the • button. 


Town 
Visits a shop, engraver, recruitment center, or temple. 
Organize 
Displays the Organize Screen. 


Data 
Saves or loads game data. 
Options 
Customizes various game settings. 


ORGANIZATION 


Organization is essential to success in battles. On 
the Organize Screen, you can check each character's 
status, equip weapons, armor, skills, coins , and use 
items. 


Equipment 
Equips the character with weapon and armor. (p. 


Skill 
Equips the character with acquired skill s. (p. I 8) 
Coin 
Equips the character with coins. (p. 18) 


Item 
Uses an item. (p. 18) 


17) 


Status Screen (Pressing the e button 
displays equipped coins.) 


z 


0 


N 


z 


<l'. 


c.., 


ex: 


0 


0 
z 


0 Level 


Q 
HP 


Q 
Element 


0 Equipped weapon type 
0 Character's face 


STR 
SPI 
CON 
DEX 
AGL 
LUK 


Attack 
Defend 
CF At 
CF Df 
Hit 
Evade 
Weight 
Movement cost 


<) 
Ii 


6 -:: 
- 
- -- - 
r ,_ - 
C) Character's name 


7 L, 
1 -11••1 9 
l 


S d;. 
C 1J2 


0 Devotional level (Dev) 
0 Devotio nal experience 
0 Deity's name 


Stren~th: Affects dama 0 e of ohvsical attacks. 
Soirit: Effectiveness of Coinfei•ms (CF). 
Constitution: Defense a~ainst attacks. 
Dexterity: Affects hit rate. 
Agility: Affects initiative and evade rate. 
Luck: Affects various things. 


Potencv of a character's ohvsical attack. 
Defense aeainst an enemv's nhvsical attack. 
Potency of a character's CF. 
Defense against an enemy's CF. 
Total hit rate modifier. 
Total evade rate modifier. 
Total weight of equipment. 
RAP cost of moving to an adjacent square. 
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MCP 
Maximum amount of CP stored in this coin. 


CPC 
CP cost of castin~ CF. 


RC 
RAP cost of castin• CF. 
I 


RNG 
CF's range. 
AOE 
CF's area of effect. 
' 
SR 
CF's success rate. 


POT 
CF's potency. 


Equipped coin 
The above coin statist ics can be modified by engraving the coin. 
Refer to the Eng raver section (p. 22) for more information. 
Note: CP (Coinfeigm Points) are the points needed to cast CF. 
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You can equip your characters with items in the inventory. After 
choosing the category (weapon, armor or accessory). you can see 
what equipping each item does to the cha racter's status by 
se lecting the particular item with the up and down directional 
buttons. For weapons and armor, using the left and right 
directional buttons changes the weapon/armo r type. 


Characters can equip any kind of equipment, but according to the 
deity they worship, each character has a proficient weapon type 
and a penalized weapon type. 


Amu 
Proficient in Sword, penalized in Bow and Mornin° Star. 


Ema 
Proficient in Rine, oenalized in Axe. 
Sonova 
Proficient in Axe, penalized in Knife and Boomerane. 


Zeneth 
Proficient in Spear, penalized in Sword. 
Gate 
Proficient in Bow and Morning Star, penalized in Ring. 
Kash is 
Proficient in Knife and Boomerang, penalized in Spear. 
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Constitution: Defense a~ainst attacks. 
Dexterity: Affects hit rate. 
Agility: Affects initiative and evade rate. 
Luck: Affects various things. 


Potencv of a character's ohvsical attack. 
Defense aeainst an enemv's nhvsical attack. 
Potency of a character's CF. 
Defense against an enemy's CF. 
Total hit rate modifier. 
Total evade rate modifier. 
Total weight of equipment. 
RAP cost of moving to an adjacent square. 
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MCP 
Maximum amount of CP stored in this coin. 


CPC 
CP cost of castin~ CF. 


RC 
RAP cost of castin• CF. 
I 


RNG 
CF's range. 
AOE 
CF's area of effect. 
' 
SR 
CF's success rate. 


POT 
CF's potency. 


Equipped coin 
The above coin statist ics can be modified by engraving the coin. 
Refer to the Eng raver section (p. 22) for more information. 
Note: CP (Coinfeigm Points) are the points needed to cast CF. 
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You can equip your characters with items in the inventory. After 
choosing the category (weapon, armor or accessory). you can see 
what equipping each item does to the cha racter's status by 
se lecting the particular item with the up and down directional 
buttons. For weapons and armor, using the left and right 
directional buttons changes the weapon/armo r type. 


Characters can equip any kind of equipment, but according to the 
deity they worship, each character has a proficient weapon type 
and a penalized weapon type. 


Amu 
Proficient in Sword, penalized in Bow and Mornin° Star. 


Ema 
Proficient in Rine, oenalized in Axe. 
Sonova 
Proficient in Axe, penalized in Knife and Boomerane. 


Zeneth 
Proficient in Spear, penalized in Sword. 
Gate 
Proficient in Bow and Morning Star, penalized in Ring. 
Kash is 
Proficient in Knife and Boomerang, penalized in Spear. 


N 


z 


c.., 


0:: 


0 


0 
z 


The procedure is the same as equipping a weapon. 


• You can equip your characters wilh different skill s. 


• You can only benefit from skills by equipping them. 
• Each deity has a different set of skills that a character can learn. 
• You will not forge! the skills thal you have learned . 


• You can check the details of each skill by pressing the 
SELECT bu11on while selecting a skill. 


You can equip your characters with coins in the inventory to 
cast Coinfeigms (CF) in battle. 


First, choose a slot (in the lower left window) for the new 
coin. Then, from the lower right window, choose a coin from 
the inventory. You can refer to the top window for the 
statistics of each coin. 


Characters can equip any coins, but according to the deity 
they worship, each character has a proficient CF type and 
penalized CF type. 


Certain items can be used while on the Organize Screen. 
You can check the details of each item by pressing the Select 
button while selecting an item. 


You can prepare for battle by purchasing and selling 
equipment, engraving coins, changing the characters' deity, 
etc. in a town. 


► 


The following are the commands 
available at the shop. 


Bu 
Bu s wea ons armor, and items. 


Sell 
Sells weapons. armor. and items. 


► 
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The following are the commands 
available at the shop. 


Bu 
Bu s wea ons armor, and items. 


Sell 
Sells weapons. armor. and items. 
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Choose in this order: Shop - 
Buy- Weapon. This will display the weapons that are 
sold at the shop. Statistics of the selected weapon are displayed in the top window. 
After confirming the selection by pressing the • 
button, use the up and down 
di rectional buttons to change the quantity and press the. button to confirm. The 
store owner wi ll ask you if want to make the purchase; to finalize the pu rchase, se lect 
"Yes." Note : According to the deity they worship, each character has a proficient 
weapon type and penalized weapon type . 


Select the weapon. 
Decide on the quantity. 


You can sell the weapons in your inventory. 
Choose in this order: Shop - 
Sell - 
Weapon. 


Finalize the purchase. 


This will display the weapons in your inventory; take into consideration the weapon's 
statistics and its quantity as you decide on what to sel l. Note: Weapons that are 
equipped must be removed from the character before it can be sold. 


Choose in this order: Shop - 
Buy- Armor. The rest of the procedure is the same as 


buying a weapon . A character can equip any kind of armor. 


Movement cost increases as the character puts on heavier equipment. Depending on the 
character's function on the battlefield, you should equip the character accordingly - 
equip the character that fights at the front line with highly defensive armor, equip the 
character that uses hit -and -move tactics with light armor, etc. 


Accessories do not offer much protection, but they often provide the characters with 
additional effects. Choose the accessory that will best augment the character. 


Choose in this order: Shop - 
Sell - 
Armor. The rest of the procedure is the same as 


selling a weapon. Note : Armor that is equipped must be removed from the character 
before it can be sold. 


Choose in this order: Shop - 
Buy- Item. The rest of the procedure is the same as 


buying a weapon. Items that can be used in battle are accessible by all the characters 
on the battlefield. It is recommended that you have at least one status recovery item 
for each negative effect. 
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Armor. The rest of the procedure is the same as 


selling a weapon. Note : Armor that is equipped must be removed from the character 
before it can be sold. 


Choose in this order: Shop - 
Buy- Item. The rest of the procedure is the same as 


buying a weapon. Items that can be used in battle are accessible by all the characters 
on the battlefield. It is recommended that you have at least one status recovery item 
for each negative effect. 


Choose in this order: Shop - 
Sell- Item. The rest of the procedure is the same as 


selling a weapon. 
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The following are the commands avai lab le 
at the engraver's workshop. 


Buy 
Bu s coins and seals. 


Sell 
Sells coins and seals. 


Engrave 
Modifies coi ns by engraving seals on them. 
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In the world of HOSHIGAMI, magic spe ll s are known as Coinfeigms. The power of the 
elemental spirit needed to cast a CF is bound within a coin-shaped piece of special 
metal cal led manatite. As long as the coin is equipped, anybody can cast the CF (which 
is associated with that particular coin) in battle. 


Seals hold no power by themselves, but when engraved on co in s, they a lt er the coi ns' 
properti es. Eve ry sea l's design is based on the crests of the s ix g reat elemental spirit s, 
and they are mainly excavated from various ruins of ancient lxia. However, people who 
are in tune with the spirits can create sea ls with simple designs, wh ich are so ld at the 
engraver's workshop. 


CFs by themselves are powerful, but it can be enhanced through a ritual that is 
commonly known as "engraving." To engrave, you need to have at least a coin and a seal. 
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ATLUS U.S.A., INC. 
15255 Alton Parkway, Suite 100 
Irvine, CA 92618 
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You can purchase coins and seals. The procedure is the same as buying a weapon. 


You can sell coins and seals in your inventory. The procedure is the same as 
selling a weapon. 


You can engrave seals on a coin to enhance its CF. 
Choose in this order: Coin_. Engrave. 
First, decide whether to engrave one seal or two seals on the coin. Then, after selecting 
the coin, select the seal(s) to be engraved. Check the expected results in the top 
window to decide whether you want to engrave or not. 
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Notes on Engraving 
• You can engrave up to two seals at a time. 
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• By engraving a certain seal, the CF may go up in level. 
, ~· -~- .... 


• Certain CFs can only be obtained through engraving. 
• There is a limit as to how much a coin can be enhanced through engraving, and it is 


different for every coin. 
• The engraved coin may turn out to be different from the expected result. 
• By engraving a certain seal, the coin's statistics can be set back to default. 
• If you come across a low-level coin that has a high selling price, it may have a high 


enhancement potential and end up as a powerful coin. 
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• Certain CFs can only be obtained through engraving. 
• There is a limit as to how much a coin can be enhanced through engraving, and it is 


different for every coin. 
• The engraved coin may turn out to be different from the expected result. 
• By engraving a certain seal, the coin's statistics can be set back to default. 
• If you come across a low-level coin that has a high selling price, it may have a high 


enhancement potential and end up as a powerful coin. 
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Mercenaries are soldiers for hire. At the recruitment 
center, you can hire and dismiss mercenaries. When 
hir\ng mercenaries, you have the option of changing 
their names. The hiring cost varies, depending on the 
mercenary's initial statistics. You can have up to 16 
characters (including the main character) in your party. 


Hiring Mercenaries 


Choose in this order: Recruit -- Hire. Select a character from the list of mercenaries 
that are registered at the recruitment center. Pressing thee button switches to that 
character's status screen; pressing thee button again switches to the name entry 
screen. After deciding on the name, you will be asked if you want to hire the 
mercenary. To hire, choose Hire. 


Dismissing Mercenaries 


Choose in this order: Recruit-- Dismiss. Select a character from the list of 
mercenaries that are in your party. Pressing the e button switches to that character's 
'hatus screen; press thee button again to dismiss. You will be asked if you want to 
dismiss the mercenary. To dismi ss, choose Dismiss. 
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The eleme ntal spirit determines a character's proficient weapon/CF type, statistical 
growth, skills that can be learned , advantage/disadvantage over an enemy character, etc. 
Choose in this order: Temple -- Change Deity. After choosing a character, select an 
elemental spirit from the list in the bottom right window. The modified character 
statistics and the list of skills will be displayed to help you make your decision. 


Notes on Changing Deity 
• After changing the deity, the character's devotion level must go up at least one level 
before the deity can be changed again. 
• You cannot select the elemental spirit that is opposed to the character's current deity. 


Current deitv 
Elemental snirits that cannot be selected 
Amu 
Gate, Kashis 


Ema 
Amu, Sonova 


Sonova 
Gate, Kashis 
,. 


Zeneth 
Amu, Sonova 


Gate 
Ema, Zeneth 
Kash is 
Ema, Zeneth 
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Your characters can learn skills from their deities 
according to their devotion level. 


Procedure for Learning Skills 


Choose in this order: Temple - 
Learn Skill. Then, after selecting the character, select 


the skill to be learned from the list. The skill description is displayed in the top window. 


Notes on Learning Skills 


• You will not be penalized for, or benefit from, not learning a skill. 
• One skill can be learned per devotion level. 
• You can only benefit from skills by equipping them. 
• You will not forget the skills that you have learned. 


Status 


You can check the character's status. The procedure is the same as 
ch.ecking character status from the Organize Screen. 


DATA 


Save: Saves data to the memory card. 


• Removing the memory card whi le saving/loading data may corrupt the data on the 


memory card. 
• You need at least one free block on the memory card to save. 


Options: Adjusts various game settings. 


.tr."Cufsor 'Speed ~-- 
~~ 


Message Speed 
Is 


Na viga lion 
If 


Vibration 
;, 


Sound Output . I! 
Set to ~ef ~~~t ...... .,~ 


Your characters can learn skills from their deities 
according to their devotion level. 


Procedure for Learning Skills 


Choose in this order: Temple - 
Learn Skill. Then, after selecting the character, select 


the skill to be learned from the list. The skill description is displayed in the top window. 


Notes on Learning Skills 


• You will not be penalized for, or benefit from, not learning a skill. 
• One skill can be learned per devotion level. 
• You can only benefit from skills by equipping them. 
• You will not forget the skills that you have learned. 


Status 


You can check the character's status. The procedure is the same as 
ch.ecking character status from the Organize Screen. 


DATA 


Save: Saves data to the memory card. 


• Removing the memory card whi le saving/loading data may corrupt the data on the 


memory card. 
• You need at least one free block on the memory card to save. 


Options: Adjusts various game settings. 


.tr."Cufsor 'Speed ~-- 
~~ 


Message Speed 
Is 


Na viga lion 
If 


Vibration 
;, 


Sound Output . I! 
Set to ~ef ~~~t ...... .,~ 


The goal of the battle is to control your characters and 
achieve the winning condition whil e fighting the enemy 
forces . As a general rule, the game is over when the main 
character (Fazz) is defeated in the battle. You win the 
battle when you achieve the winning condition. You will be 
awa_rded with money and occasionally items. 


From your party, select the characters that wi ll be 
participating in battle. Use the LI / RI buttons to se lect the 
character, and press the e button to place the character 
on the battlefield. When all the characters are placed (you 
can have up to seven characters on your team), press the 
Start button to start the battle. You can check the enemy 
character's status by moving the cursor on the enemy 
character and pressing the ebutton. This allows you to 
choose the team members that are most effective against 
the enemy forces. 
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Directional Buttons 
Move cursor 


Button 
Confirm 


Button 
Cancel 


I 
Button 
Display character status 


Button 
Search 
Switch status info 


LI, RI Buttons 
Select character 


L2, R2 Buttons 
Rotate map 


Pressing thee button whi le the battle commands are displayed allows you to move the 
cursor freely (free cursor mode). Pressing the ebutton in this mode displays either the 
status of the character that is highlighted by the cursor, or the information on the 
te rrain that is highlighted by the cursor (if not occupied by a character). 


Directional Buttons 
Move cursor 
• 
Button 
Confirm 
a Button 
Cancel 


A Button 
Switch attack gauge mode 
Switch status info 
Display commands 
L2, R2 Button 
Rotate map 


Select Button 
Display item help 
Switch visible fl oor 


Start Button 
Display character HP bar 


Start Button 
Start battle 
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This bar indicates the order of initiative. Characters on the left will have their turns 
before those on the right. And you can see where the character will be placed on the bar 
before actually performing an action. The more you fill up the RAP gauge during your 
character's turn, the farther right the character will be placed on the Queue Indicator. 
By adjusting the amount of RAP expenditure, you can plan such tactics by using some of 
the RAP gauge on the first turn, adjusting your position on the Queue Indicator to the 
left of the enemy, then having the second turn before the enemy can act. 


► 


This gauge measures the character's RAP expenditure for a given turn. Refer to the RAP 
System section (p. 31) for more information. 


This is the elevation of the cursor. When attacking, characters on a higher elevation have 
advantage over those below them. And when moving to different location, characters can 
go up three steps and down four steps (this limit can be modified through certain skills 
and items). 


Terrain affects the character's movement cost, hit/evade rates, effectiveness of 


' 
Coinfeigm, etc. You can check the terrain information in the free cursor mode. 


RAP (Ready-for -Action Point) System allows your character 
to perform multiple actions in a given turn, provided that 
the total cost of performing those actions (RAP cost) is 
within the limit. You may elect to attack twice in a row, or 
move first, attack, then finish your turn with a Coinfeigm. 
It is also important to know that the more RAP you spend in 
a turn, the longer time it takes for your character's next 
turn. This logic does work in reverse : by keeping the RAP 
ex penditure low, it will take less time for your character's 
next turn. For movement, the RAP cost increases as the 
distance increases. 


Attack three times: Takes longer time for the next turn 


Attack once: Takes shorter time for the next turn 


4llllillliiliii RAP expenditure 
Green : current total RAP cost 
Red : RAP cost for a particular action 


• For attacks only, you can spend the RAP cost over the limit. 


t 


Beyond this line is considered 
over the limit 


• The more RAP cost you spend in a turn, the longer time it takes for your character's next turn. 


• By adjusting the RAP expenditure, you can change the time it takes for your character's next turn. 
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-------------- 
Battle Commands 


Battle commands are displayed when you select your 
character (when it is that character's turn) with the cursor 
and then press thee button; you can access the free 
cursor mode by pressing thee button when the commands 
are displayed. 


Move 
Moves the character. 


Attack 
Attacks the taruet with the enuinned weaoon. 


CF 
Casts Coinfei~m with the eau inned coin. 


Item 
Uses an item from your party's inventory. 
Status 
Displays the character's status. 


End 
Ends the character's turn. 


Your character can move to any location within the area 
that is highlighted blue. When you move the cursor within 
the blue area, you can see the RAP cost of moving to the 
cursor's location. Pressing thee button moves the 
character to the cursor's location. Remember that you will 
not be able to make any other actions if your character 
-spends all their RAP on movement. 


• Movement cost increases as the weight of the equipme nt in creases. 


Some battlefields consist of multiple floor levels. 
You can use the Select Button to select the visib le floor. 


r- 


Your character can attack the target in range with the equipped weapon. First, select 
the target in range with the cursor, and press the ebutton. The attack gauge will be 
displayed in the middle of the screen. The attack becomes more powerful as the gauge 
fi lls up, and when you stop the gauge within the critica l area, a critical hit occurs. Press 
thee button to stop the gauge and perform an attack. Also, while the attack gauge is 
displayed, pressing the 9 button switches the mode from Critical to Shoot Mode. Shoot 
is a special attack that pushes the target away two squares. 


Attack 


-Button 


► 
.. 


l. Select the target in range and press thee button. 
2. While the attack gauge is displayed, press thee button to 


switch to Shoot Mode. 


3. Stop the gauge within the shoot area by pressing thee button. 


the gauge. 


' 


• The range and the RAP cost of attack changes acco rding to the equipped weapon. 


• You can go over the RAP gauge limit when attacking. 
• You wi ll have an advantage over the target if you attack from behind/the side/higher ground. 
• Project il e weapon range increases when attacking a target below you. 
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Your character can cast Coinfeigms (CF) from an equipped coin. 
After selecting CF from the battle commands, select a coin from 
the list of equipped coins and press thee button. The area 
within range of the CF will be displayed next. Place the cursor 
at the target location and press thee button. Finally, the CF's 
area of effect will be displayed ; press the ebutton to cast it. 


• Elevation of the target location is di sregarded wh en casting CF. 


• According to the deity they worship, each charact er ha s proficient CF type and penali zed CF type. 


• There is a RAP cost and a CP cost for castin g CF. 


During battle, all the characters in your attack team can use 
the items in the inventory. After selecting an item from the 
list, place the cursor on the character in range (user of the 
item + the four adjacent squares) and press thee button. You 
can check the details of each item by pressing the Select 
Button while selecting an item. 
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You can check the character's status. Pressing the e button displays the coins 
equipped by the character. 


When ending a character's turn, you can choose whether to stand by for an Attack 
Session (see p. 36 for details) or defend. After you choose, adjust the RAP with the left 
and right directional buttons and press thee button. Then, set the direction that the 
character will face. This is important because direction affects the defense/evade rate 
against an enemy's physical attack and CF. 


Negative effects: Some attacks/CFs afflict the targets with negative effects. They can be 


cured with items and CFs. 


Po isonin g 
Blinding 
Immobili ty 
Fear 
Confusion 
Sleep 
CF Disability 


Poisonin• 
Decreases HP oraduallv. 
Blindine 
Lowers hit rate. 
lmmobilitv 
Becomes unable to move. 


Fear 
Becomes unable to take any action but move. 


Confusion 
Loses control of the character. 


Sleep 
Falls asleep (cannot take any action). 
CF Disability 
Becomes unable to cast CF. 
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Shoot is a special attack that pushes the target 
away two squares. It works on both the enemies 
and your attack team members. (While the attack 
gauge is displayed, pressing the e button switches 
the mode from Critical to Shoot.) Note: You 
cannot perform a Shoot with bow or boomerang . 


An Attack Sess ion is a series of attacks that is 
initiated by a shoot. Attack Sessions cannot be 
done on your attack team member. Note: A 
character equipped with bow or boomerang can 
participate in an attack session . 


Basic Concept 


■ 
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... 


IE 
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A 


• A 2 is on standby for an Attack Session (by choos in g in this order : End .A. Session). 
• A 1 s h oots ■ into .&2 . 
• ■ will receive damage fromA2, and be se nt in the directio n that 6. 2 is facing. 
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An Attack Session can involve more than two 
members of your attack team. (& l performs the 
shoot, & 2-4 participate in the session.) 


When you defeat an enemy with an Attack Session, 
you might acquire an item - weapon, armor, 
accessory, coin, or skill manual, depending on the 
number of hits in the session - owned by the enemy. 
If you encounter an enemy that is equipped with an 
ite m that you want, try defeating him with an Attack 
Sess ion. 


In the case where the characters on standby are next 
to each other, as shown on the right, the session will 
be terminated. ■ wil l bounce back and return to the 
original position, instead of being sent in the 
direction that & 2 is facing. 


When positioning your characters for an Attack 
Session, there must be exactly one square of open 
s pace between the characters on standby. (ln this 
case, there must be an open space between &2 and & 3.) 
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Weapon List 
Item 


Carmine Rine 
Rine with leather stria wra □□ ed around it. 
Recover Seed 
Restores 50 HP. 


Stone Rin£ 
Rinl( chiseled from a hard rock. 
Recover Healing Fru it 
Restores I 00 HP. 


Dagger 
A short, double-edged weapon. 
Antidote 
Cures poisoning. 


Assassin Knife 
Concealable knife used by assassins. 
Eyedrop 
Cures blinding. 


Short Sword 
Short-bladed sword that can be wielded with ease. 
Unbind 
Cures immobility. 


Long Sword 
A long, double-edged sword. 
Braven 
Cures fear. 


Stone Axe 
Axe made of polished rock. 
Hand Axe 
A small, one-handed axe. 
Skill 
Spear 
A light polearm designed for thrusting. 
Javelin 
A short, metal-tipped spear. 
Dealer 
Bonus money increases sliehtlv. 


HP+l0% 
Maximum HP increases by I 0%. 
Boomerang 
Flat, v-shaped weapon that returns to the thrower. 


Steel Wing 
Steel boomerang with sharpened edge. 


Morning Star 
Spiked metal ball that is attached to a shaft by a chain. 


Ball and Chain 
Morning star with a large, round metal ball. 


Short Bow 
A small-sized bow that is easy to use. 


Absorb 10% 
Absorbs I 0% of damage you inflict. 


Luck+J0% 
Luck increases by I 0%. 
EXP +10% 
Acquired EXP increases by I 0% . . 


DEV +10% 
Acquired DEV increases by I 0%. 
Counter 10% 
I 0% chance of counterattack. 
Long Bow 
A large bow designed for long-range attacks. 
Hawk's Eye 
Hidden items become visible. 


Jump +I 
Climbing abi lity increases by I. 


Armor List 
Poison Guard 
Protects from poisoning. 


Feiem Robe 
Preferred robe of Coinfeiem users. 


Cloth Armor 
Unencumbering armor made of cloth. 
Seal 


Leather Armor 
An armor made of hardened leather. 
Fire 
Red 
Flame 
Mithril Coat 
A sturdy coat made of mithri l silver. 
Earth 
Brown 
Russet 


Force 
Yellow 
Brimstone 


Ice 
Blue 
Frost 


Head ear 
Leather helm that reduces dama e to the head. 
Lightning 
Purple 
Spark 


Boots 
A 
rotective footwear for ru 
ed terrain. 
Wind 
Green 
Breeze 


Lucky Charm 
A charm for safe return. 
Light 
White 
Purity 
Darkness 
Black 
Night 
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NOTES 


Comfe1gm List 
Bon2a 
Lv. 1 force Coinfei2m. 


Bondes 
Lv. 2 force Coinfei2m. 


Grulla 
Lv. 1 fire Coinfeigm. 


Greis 
Lv. 2 fire Coinfe igm. 


Gaiga 
Lv. I earth Coinfeigm. 


Gaiz 
Lv. 2 earth Coinfeigm. 


Blisu 
Lv. 1 water Coinfeigm. 


r 
Blista 
Lv. 2 water Coinfeigm. 


Laira 
Lv. 1 lightning Coinfeigm. 


Laicle 
Lv. 2 lightning Coinfeigm. 


Zel 
Lv. I wind Coinfeigm. 


Zepherd 
Lv. 2 wind Coinfeigm. 


Vl 
Cure 
Lv. I life restoration Coinfeigm. 


Re Pure 
Cures the target from poisoning. 


Re Lite 
Cures the target from blinding. 
..., 
Posn 
Poisons the target. 
Spika 
Blinds the taniet. 
z 


Depin 
Renders the target immobile. 
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LIMITED WARRANTY 


ATLUS warrants the original purchaser of this ATLUS product that the medium on which this software 
program is recorded is free from defects in materials and workmanship for a period of ninety (90) days 
from the date of purchase. ATLUS agrees for a period of ninety (90) days to either repair or replace, at 
its option, the ATLUS product. You must call (949) 788-0353 to receive instructions to obtain 
repair/replacement services. 


This warranty shall not be applicable and shall be void if the defect in the ATLUS product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES ANO NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE ATLUS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE 
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY ANO ITS FITNESS OF A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL 
ATLUS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE, OR MALFUNCTION OF THE ATLUS PRODUCT. 


Some states do not allow limitations of consequential damages, so the above limitations and/or 
exclusions of liability may not apply to you. This warranty gives you specific rights, and you may also 
have other rights which may vary from state to state. 


Repair/Service After Expiration of Warranty 
If your ATLUS product requires repair after expiration of the 90-day Limited Warranty Period, you, may 
contact the Customer Service Department at the number listed above. You will be advised of the 
estimated cost of repair and the shipping instructions. 


ATLUS Customer Service Department/Technical Support Line (949) 788-0353 
Call this number for help in installing or operating our products or for general product questions. 
Representatives are available Monday - Friday, 9:00 am to 5:30 pm Pacific Time. 


GAME HINTS 1 
1-900-225-5285 24 hours a day, 7 days a week. This call is $1.25 per minute. Must be at least 18 
years old or have your parent's permission to call. Touch Tone phone required. Call to listen to 
helpful hints that can help you master "Hoshigami: Ruining Blue Earth". 
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